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Cat. No. 60-2829 

OWNER’S MANUAL 


Please read before using this equipment. 


Yifluol Bo/eboll 
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Your Virtual Baseball game lets you enjoy the fun of playing base- 
ball anywhere! The game vibrates to let you know when you hit a 
ball, while the sound effects make you feel like you are really at a 
ballpark! The game even keeps track of your stats (statistics) so you 
can compare your stats with your favorite major league players. 



innniunG BATTCRicf 


You need four AAA batteries (not supplied) to power your game. For 
the best performance and longest life, we recommend RadioShack 
alkaline batteries. 


Cautions: 

• Use only fresh batteries of the required size and recommended 
type. 

• Do not mix old and new batteries, different types of batteries 
(standard, alkaline, or rechargeable), or rechargeable batteries 
of different capacities. 




Follow these steps to install batteries. 


1. Use a screwdriver to loosen 
the screw in the battery com- 
partment cover, then pull out 
the cover. 

2. Install the batteries in the 
compartment as indicated by 
the polarity symbols (+ and -) 
marked inside. 
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3. Replace the cover and tighten the screw. 


If the display dims, the sound weakens, or the game stops operating 
properly, replace the batteries. 

Warning: Dispose of batteries promptly and properly. Do not burn 
or bury them. 


Cautions: If you do not plan to use the game for a month or more, 
removes the batteries. Batteries can leak chemicals that can destroy 
electronic parts. 


TURninc THC Giimc on 

To turn on the game, press POWER/GAME. 

To conserve battery power, the game automatically turns off after 
about 3 minutes if you do not press any key. The current game sta- 
tus and score are stored in memory. To resume the game, press 

POWER/GAME. 




cnTCRinc YOUR nnmc 

After installing the batteries, NAME? and a flashing cursor appear. 
Enter your name to show that this is your bat. Repeatedly press or 
hold down RECALL or PLAYBACK to scroll to the desired letter and 
press START to enter up to five letters. To enter blank spaces, 
press START. When you press START (after the fifth letter), HEL- 
LO (name) and Baseball Deluxe appears. You will see 
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this greeting each time you turn on the game and when the game is 
over. 


Note: To delete the name from memory so you can enter a different 
one, reinstall the batteries or press RESET. 


ADJUninC THC DlfPlAY 



Set Lo/Hi to the desired display setting. If the 
display seems dim, set Lo/Hi to Hi. If the display 
seems unclear, set Lo/Hi to Lo. 


OBJCCTOrTHC GAinC 

The object of the game is to hit the ball and score a home run! When 
the pitcher throws the ball, swing the bat to hit the ball. If you hit a 
homerun, you run the bases and get a point. If you make a base hit, 
the runner advances to first base. 





If you do not hit the ball, you get a strike. If you get three strikes, you 
are out, and the next at bat starts. You have three at bats before the 
game is over. You get one point for a homerun. The game records 
your stats (number of strikes, number of balls, ball speed, and which 
base the runner reaches each time after your bat) as you play. 
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OPCRATIOn 

You can choose among five different pitch styles. The pitcher throws 
the ball differently in each game. Different kinds of pitches have dif- 
ferent sounds. 



Game 

Ball 

1 

Miscellaneous 

2 

Straight Ball 

3 

Bouncing Ball 

4 

Right Curve Ball 

5 

Left Curve Ball 


PMYinC THC GAinC 




1. Repeatedly press POWER/GAME 
to choose the desired game style. 

2. Press START to start the game. 

Get Ready appears. 

Note: The game says and displays 
“Come on ! ” if you don’t press a 
key for about 1 minute after you 
start the game. 

3. Press START to have the pitcher 
throw the ball. Listen to the sounds 
of the various types of pitches, so you can be prepared to hit 
the ball accordingly. 
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4. Hold the bat straight in front of you (with the display so you can 
see it) and swing it when you see the ball come toward home 
plate. The game vibrates if you hit the ball. The display shows 
you the speed of the ball and the runner starts to run the bases. 
Then the number of base hits you have appears. Next 
appears briefly, then Get Ready. Play the next at bat. 

If you hit a home run, Home Run ! appears. 

When the ball speed is too slow, the runner does not attempt to 
run any bases. If this happens. Base Run appears. Next 
appears briefly, then Get Ready. Play the next at bat. 

If you miss the ball, you get one strike. If you make three 
strikes, you are out. Next appears briefly, then Get Ready. 
Play the next at bat. 

Note: You get a base hit if the pitcher throws four balls. 

When Next Play appears and the melody sounds, the game is 
over. Repeat Steps 2-4 to play another game. 


CHCCKinC THC STATS 


When the game is over, press PLAYBACK and RECALL to review 
your stats. The game only keeps stats for the current game. 

PLAYBACK — displays instant replay and shows game stats (ball 
speed, score, the number of balls and strikes in each at bat and in 
order). 
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RECALL — shows only stats (ball speed, score, the number of balls 
and strikes in each at bat and in order). 


RCfCTTinc THC cmt 


If the game stops operating properly or if you want to change the 
stored start-up name, use a pointed object (such as a straightened 
paper clip) and press RESET. This deletes all information stored in 
the game’s memory. 



CARS 


To enjoy your RadioShack Virtual Baseball for a long time: 

• Keep the game dry. If it gets wet, wipe it dry immediately. 

• Handle the game gently and carefully. Do not drop it. 

• Use and store the game only in normal temperature environ- 
ments. 

• Keep the game away from dust and dirt. 

• Wipe the game with a damp cloth occasionally to keep it looking 
new. 




Modifying or tampering with the game’s internal parts can cause a 
malfunction and might invalidate its warranty. If your game is not 
performing as it should, take it to your local RadioShack store for as- 
sistance. 
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Limited Ninety-Day Warranty 

This product is warranted by RadioShack against manufacturing defects in materiai and work- 
manship under normai use for ninety (90) days from the date of purchase from RadioShack com- 
pany-owned stores and authorized RadioShack franchisees and deaiers. EXCEPT AS 
PROViDED HEREIN, RadioShack MAKES NO EXPRESS WARRANTiES AND ANY IMPLiED 
WARRANTIES, INCLUDING THOSE OF MERCHANTABILITY AND FITNESS FOR A PARTICU- 
LAR PURPOSE, ARE LIMITED IN DURATION TO THE DURATION OF THE WRITTEN LIMITED 
WARRANTIES CONTAINED HEREIN. EXCEPT AS PROVIDED HEREIN, RadioShack SHALL 
HAVE NO LIABILITY OR RESPONSIBILITY TO CUSTOMER OR ANY OTHER PERSON OR 
ENTITY WITH RESPECT TO ANY LIABILITY, LOSS OR DAMAGE CAUSED DIRECTLY OR IN- 
DIRECTLY BY USE OR PERFORMANCE OF THE PRODUCT OR ARISING OUT OF ANY 
BREACH OF THIS WARRANTY, INCLUDING, BUT NOT LIMITED TO, ANY DAMAGES RE- 
SULTING FROM INCONVENIENCE, LOSS OF TIME, DATA, PROPERTY, REVENUE, OR 
PROFIT OR ANY INDIRECT, SPECIAL, INCIDENTAL, OR CONSEQUENTIAL DAMAGES, 
EVEN IF RadioShack HAS BEEN ADVISED OF THE POSSIBILITY OF SUCH DAMAGES. 

Some states do not allow the limitations on how long an implied warranty lasts or the exclusion of 
incidental or consequential damages, so the above limitations or exclusions may not apply to 
you. 

In the event of a product defect during the warranty period, take the product and the RadioShack 
sales receipt as proof of purchase date to any RadioShack store. RadioShack will, at its option, 
unless otherwise provided by law: (a) correct the defect by product repair without charge for parts 
and labor; (b) replace the product with one of the same or similar design; or (c) refund the pur- 
chase price. All replaced parts and products, and products on which a refund is made, become 
the property of RadioShack. New or reconditioned parts and products may be used in the perfor- 
mance of warranty service. Repaired or replaced parts and products are warranted for the re- 
mainder of the original warranty period. You will be charged for repair or replacement of the 
product made after the expiration of the warranty period. 

This warranty does not cover: (a) damage or failure caused by or attributable to acts of God, 
abuse, accident, misuse, improper or abnormal usage, failure to follow instructions, improper in- 
stallation or maintenance, alteration, lightning or other incidence of excess voltage or current; (b) 
any repairs other than those provided by a RadioShack Authorized Service Facility: (c) consum- 
ables such as fuses or batteries; (d) cosmetic damage; (e) transportation, shipping or insurance 
costs: or (f) costs of product removal, installation, set-up service adjustment or reinstallation. 

This warranty gives you specific legal rights, and you may also have other rights which vary from 
state to state. 

RadioShack Customer Relations, 200 Taylor Street, 6th Floor, Fort Worth, TX 76102 
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